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Using Didactic Games to Improve Efficiency of Vocabulary Revision in the ELT 
Classroom 
 
The thesis presents the use of didactic games in the ELT classroom in order to improve 
efficiency of vocabulary revision. The thesis discusses various approaches to language teaching 
and second language acquisition in the ELT classroom. Furthermore, the characteristics and 
nature of didactic games used during the empirical part are described in detail. The focus is 
placed also on reasons for using games and on the importance of revision. Lastly, the thesis 
compares recall of acquired vocabulary between revision with didactic games and revision via 
worksheets. 
 




Uporaba didaktičnih iger za izboljšanje učinkovitosti pri utrjevanju besedišča pri pouku 
angleškega jezika 
 
Magistrsko delo preučuje uporabo didaktičnih iger pri pouku angleškega jezika za boljšo 
učinkovitost utrjevanja besedišča. V teoretičnem delu se osredotoča na pristope k poučevanju 
jezika in predstavi usvajanje drugega jezika pri pouku. angleščine. V nadaljevanju so 
predstavljene značilnosti didaktičnih iger, ki so uporabljene v raziskavi, ter razlogi za uporabo 
iger in pomen utrjevanja besedišča pri jezikovnem pouku. Nazadnje sledi primerjava 
učinkovitosti utrjevanja pridobljenega besedišča z didaktičnimi igrami z utrjevanjem s pomočjo 
delovnega lista.  
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Didactic games have been a constant in language learning, especially in the ELT classroom, 
since they have been used for revising acquired knowledge, and to boost learners’ motivation. 
Learners revise in a non-stressful and entertaining way. The encouragement, entertainment, and 
a feeling of safety improve the results and enhance the classroom climate. Even though 
motivation is crucial in learning, the classification of different types of motivation will not be 
addressed here due to the narrow scope of this master’s thesis. The objective of this paper is to 
determine the efficiency of board games when learning English vocabulary as a second 
language. I intend to relate the reasons for using games inside the classroom with the importance 
of revision for second language acquisition, and, consequently, establish usage of didactic 
games as the best tool for revision. The main aim of the MA thesis is to investigate which 
approach to learning obtains more favourable results: revising through a didactic game or 
through a revision by worksheets.  
 
The main focus will be mainly on games with rules, as determined by Kaszkowiak (2017) and 
Vankúš (2013), specifically on board games, Rock-Paper-Scissors games and Tic-Tac-Toe 
games. The type of games discussed include images because I believe that they play a very 
important role and provide significant input in learning, or as Ur (1996) suggests, learners 
become distracted by their surroundings if the task is not supported by visual imagery (1996: 
289). 
 
The quantitative research focuses on finding whether the results are better when the subject 
matter is revised via didactic games, as opposed to revising via worksheets. Different types of 
games were used: the traditional board game, a Snakes and Ladder board game, a Tic-Tac-Toe 
game and a Rock-Paper-Scissors game. I opted for these types of games because they can be 
easily adapted to cater to different topics that are covered within the teaching process. These 
games can also be used with different age groups. 
 
During my time as a tutor and while teaching at private and public schools I have observed that 
far too many students experience fear and anxiety while learning English. On numerous 
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occasions I was faced with the task of first gaining learners’ trust so that they felt confident 
enough to speak to me in the foreign language. The second obstacle that I observed was that 
when learners were revising their knowledge before assessment, many of them felt nauseous 
the day before and on the morning of the examination. Despite having studied for the exam, 
learners would still freeze with fear and terror. I believe that the usage of didactic games when 
learning helps to overcome these feelings of anxiety and motivates learners to study.  
 
The theoretical part of the thesis starts off with a description of the teaching methods mentioned 
by Krashen. Due to the similarities with second and first language acquisition, some of the most 
influential first language theories are described. The theories noted are Behaviourism, 
Cognitivism, Sociocultural theory and Constructivism. The following chapter outlines second 
language acquisition theories with the factors that influence acquisition. The focal point is 
placed on Krashen’s five hypotheses about second language acquisition.  
 
Following is a chapter of didactic games and a determination of their structure. This chapter is 
followed by a review of different types of didactic games and a presentation of those didactic 
games that will be used in the research. The games I opted for are a Tic-Tac-Toe game, two 
board games and a Rock-Paper-Scissors game. A short presentation of reasons for using games 
in the teaching process is given. A strong connection between the importance of motivation in 
the process of acquiring knowledge and skills that are gained within the classroom and those 
obtained outside this artificial environment are established.  
 
The final theoretical chapter depicts the importance of revision and the different types of 
memory involved when learning. One of the techniques observed for revising are games and 
the other one is revising through a worksheet. 
 
The practical part of the thesis is interrelated with the theoretical part. The theoretical part 
consists of determining the reasons behind using didactic games, what knowledge and skills are 
needed for using them, inside and outside the classroom and the importance of revision, 
different types of memory and the role that they play in recalling the information. Second 
language acquisition theories and first language learning theories are presented along with 
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selected approaches and methods. The practical part of the thesis consists of creating different 
didactic games, conducting research in the two groups of fifth graders (5a and 5b) at a primary 
school and gathering the information needed. The final section includes data analysis, 
discussion of results and drawing relevant conclusion.  
  
4 
2 Approaches/methods to language teaching 
 
Skela (2019) states that history of language teaching has dealt with determining the method that 
would fit with most, if not all learners, however, experts have realized the narrowness of 
individual methods and have rather emphasized the teacher’s role in combining methods, 
adapting and choosing his or her own style of teaching (2019: 11-13). A mixture of different 
techniques is needed, since vocabulary is taught via different approaches and methods. 
According to Krashen (2009), these can be classified into the grammar-translation method, 
audio-lingual method, cognitive-code, the direct method, the natural approach, total physical 
response and suggestopedia. The best methods are those involving only a small number of 
stressful situations, a number of comprehensible input, with a topic that learners are interested 
in. In this way, learners are not prematurely forced into production (2009: 6-7, 127-150). 
 
Studies have shown that there are small differences, if any, regarding learners' efficiency when 
using grammar-translation, cognitive-code or audio-lingual method. However, newer methods, 
such as Total physical response and Suggestopedia, provide higher efficiency, which is 
supported by Scherer and Wertheimer (1964; in Krashen 2009: 149) research on audio-lingual 
and grammar-translation method, who found no important differences between them. Chastain 
and Woerdehoff (1968; in Krashen 2009: 149) compared the audio-lingual with the cognitive-
code method and came to a similar conclusion (Krashen 2009: 147-150). 
 
2.1 First language learning theories  
 
As language learning is a psychological process, this chapter focuses on the main psychological 
language theories. Psychology also aids in achieving the maximum results with minimum effort 
(Jabir 2018: 47). Similar procedures in mother tongue and second language acquisition are 
observed, such as, learners mimic language chunks and drill them when offered encouragement. 
However, language similarities may lead to mistakes produced in the second language 
acquisition (Ipek 2009: 157).  
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Past experiences have shown that certain approaches and theories simply do not work. When 
put into practise, theories that prove to be successful are those that deal with language learning 
as a process, and those that focus on how learners obtain competences. The two theories that 
definitely did not follow these notions are the applied transformational grammar and the 
behaviourist theory. The former relied on syntax and phonology and demanded that teachers 
are acquainted with their latest discoveries. Behaviourist theory focused on drilling dialogs and 
as such was not about language acquisitions. As Krashen (2009) points out, language 
acquisition should not focus on drilling patterns nor on grammar. It requires a lot of language 
input and minimal amount of anxiety (2009: 5-7). I, too, believe that language is best learnt 
when it is done naturally with a varied and vast number of language input, and when learners 
are engaged and not put under mammoth stress. Learners also experience a silent period, and 
that period should be taken into consideration. Language learning is a process, and the speaking 
skill occurs after listening has been mastered. Learners’ shyness regarding speaking in a foreign 
language needs to be conquered. Thus, my focus is placed only on Cognitivism and its two 
subbranches, sociocultural theory and constructivism. 
 
2.2 Behaviourism  
 
Behaviourism is based on the work of J. B. Watson. Watson (1913; in Jabir 2018: 48, 52) 
believed that psychology deals with behaviour and physical activity and not with the mind and 
its activity. Behaviourism stresses the importance of learning through making habits. Learning 
is done automatically and unconsciously (Jabir 2018: 48, 52). The most important aspects of 
successful learning are stimuli and the positive response that follows. Memory is not seen as 
important in Behaviourism (Ertmer and Newby 2013: 48). Skinner (1957; in Jabir 2018: 49) 
believed reinforcement creates a more recurring response. Reinforcement is established by 
praise or good grades. In other words, learners willingly perform similar tasks at multiple times 
when they are encouraged. This theory claims that second language is taught with rewards that 
lead to forming habits. Teachers motivate learners for any kind of positive behaviour, thus 





Cognitivism developed as a reaction to Behaviourism in the 1950s and it stresses the importance 
of mental ability. The focus on the thinking process involved in language learning was not taken 
into consideration with Behaviourism, but cognitivists see language learning as a conscious 
mental activity. There is a transition from observing behaviour and paying more attention to 
complex cognitive processes (e.g. problem solving, processing information, thinking, etc.). 
Cognitivists are interested in how learners obtain, store and recall their knowledge. 
Furthermore, the learner is taught different learning strategies. They are motivated to use those 
strategies to enhance their knowledge. Memory is considered to be of vital importance, since 
learning is thought to be achieved when information is organized and stored meaningfully in 
the memory. The most known cognitive theories are Montessori’s Cognitive Psychology, 
Piaget’s Cognitive Development, Vygotsky’s Cognitive Development and Bruner’s 
Cognitivism (Jabir 2018: 47, 49-52; Ertmer and Newby 2013: 50-52). 
 
What the first two theories have in common is active learner’s participation within a given 
social environment. Vygotsky too (1978; in Jabir 2018: 51-52) believes learning is a social 
process and that environment plays a crucial role. Second language is acquired by creating an 
appropriate environment. Interactions with others are a vital tool in learning. Group work is 
seen as promoting social interaction between learners. By guidance, learners are actively 
learning the language via offered help and encouraged to showcase their already learnt language 
skills. Vygotsky suggests that different learners require different pace, but all need to be 
motivated into thinking in the foreign language since thinking and language are interconnected 
(ibid.). 
 
2.4 Sociocultural theory 
 
The study of second or foreign language learning is shaped and bound by social context. The 
theory of Social constructivism believes that reality is constructed by humans and social groups. 
There are many theories within the scope of Socioculturalism, yet Vygotskian theory of mind 
has been the most influential in second language acquisition. Lev Vygotsky’s theory opposes 
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behaviourism. Its focus is on consciousness which is seen as a higher level of mental operation, 
while cognition is seen as social. Nowadays, it is the only accepted social approach in foreign 
language learning (Ortega 2013: 217-218). 
 
Vygotskian theory (Ortega 2013) believes consciousness is based on the ability to use symbols 
as tools. Tools change mental activity, reality and learners themselves. Furthermore, similar to 
cognition and consciousness, tools are social. Consciousness and language are processes 
emerging from tools. Consciousness aids to regulate problem solving. It emerges out of activity 
with physical and symbolic tools and by interacting with others. Language is a symbolic tool 
that creates and changes thought, while at the same time, it is also the source of learning (2013: 
219). 
 
Mental activity and regulation are influenced by language, mainly by private, social and inner 
speech. Private speech are self-encouraging audible words that occur when learners are 
challenged and are self-regulating themselves. When learners seek regulation form others, 
social speech occurs. Social speech is encouragement from others, while inner speech is 
subvocal speech, usually used by highly advanced learners. Second language learning is using 
the foreign language as mother tongue is used, as a tool for thinking and self-regulating. The 
highest goal is to use the foreign language for the three types of speeches. In other words, self-
encouragement, encouraging others and inner meditational thinking are done in the foreign 
language. Learners desire to achieve self-regulation. Knowledge and participation in activities 
occur first at the social level with other learners, and only later it occurs at the psychological 




Constructivists believe that meaning is created from learner’s personal experiences and thus, 
knowledge and learning are established. Learning is seen as a mental activity with cognitivism, 
and its branch, constructivism. Its members believe that meaning is created rather than acquired, 
since experiences, interactions and interpretations vary from learner to learner. Knowledge, on 
the other hand, is made by the interaction between the environment and the learner; it is seen in 
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context and it does not depend on the mind. Based on the input, the mind creates its own reality 
resulting in gaining knowledge from personal experiences. These different experiences and 
situations define learners’ behaviour and improve the new vocabulary by numerous usages in 
the appropriate context. When used in context, each activity is seen as an interpretation of the 
new word and of all its past interactions. Learners’ knowledge (of vocabulary items and 
concepts) is constantly evolving (Ertmer and Newby 2013: 55-56). Therefore, knowledge is 
like an infinity jigsaw puzzle that is always being upgraded with new pieces and meaning. 
Ertmer and Newby (2013) stress how important relevant tasks are, as well as is the usage of 
real-life situations (ibid.: 56). 
 
Memory is, similar to knowledge, being constantly built and improved on. Learners are 
provided with the tools needed to construct new meanings. They use the previously obtained 
information and adapt it to solve a new problem. The emphasis is not on recalling regurgitated 
definitions, but on constructing cognitive tools showcasing learners’ experience and 
intelligence. Learning requires knowledge of concepts, practise through activity and cultural 
context. Context is of mammoth importance, since just knowing the rules is not a guarantee for 
their correct usage. Learners need to be taught how to use the tools in a given situation (Ertmer 
and Newby 2013: 56-57). The most effective strategies in learning are collaborative learning, 
debates, discussions, usage of real-life context and many more. New information is revised 
many times through different standpoints and perspectives (ibid.: 58).  
 
Learners are, therefore, actively involved in Cognitivism and Constructivism, but with the latter 
the learners upgrade and interpret the information. Learners construct the meaning; such 
approaches are often used in apprenticeships of doctors, lawyers, architects, but not in the area 
of education (Ertmer and Newby 2013: 58-59). In behaviourists’ view, transfer happens when 
knowledge is applied in similar contexts (generalization), whereas cognitivists see it when used 
in different situations (ibid.: 49, 52). In their approach, Behaviourism and Cognitivism focus 
on passing the information forward in the easiest, most productive way. To achieve this, both 
theories use simplification and standardization. Knowledge is simplified, analysed and 
unimportant information is avoided (ibid.: 52).  
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3 Second language acquisition in the ELT classroom 
 
Second language acquisition (SLA) investigates learning another language besides the mother 
tongue, and after the mother tongue has already been acquired. This field began in the 1960s 
by borrowing some of the notions from other fields, such as linguistics, psychology and child 
language acquisition. SLA is a branch of applied linguistics (a field that focuses on the 
influences between language and education, society and cognition) (Ortega 2013: 1-2, 7). 
Second language acquisition theories are parallel to first language acquisition theories. The 
most influential second language acquisition theory is Krashen’s Monitor Model, which 
consists of five hypotheses. (cf. 3.2 Five hypotheses about second language acquisition in the 
ELT classroom) (Gitsaki 1998: 90). 
 
3.1 Guess what I am or the definition of didactic games 
 
The definition of didactic games slightly varies depending on the author. Ur’s denotation of 
game-like activities (as she calls them1) is that they cause tension, present a challenge, and are 
a fun way of reaching a goal while at the same time being governed by rules. Rules (e.g. time 
limitation) add enticement to the game (Ur 1996: 281). 
 
Vankúš (2013) defines them as games with a set of rules that have a certain didactic goal. They 
differ from ordinary games in a way that they are compulsory, they have an educational focus, 
and they are managed externally by a set of rules. A didactic game is classified as motivating 
learners with a pleasurable activity (2013: 13-17). 
 
                                                 
1 Ur (1996: 289-290) argues that using the word game may undermine the process of learning by sending 
an anti-educational message (games are equalled to fun while learning is seen as serious work). The 
author ponders over the dangers for teachers calling activities games just to raise motivation. The second 
danger mentioned is that playing the game and experiencing pleasurable feelings may overshadow how 
little it contributes to the process of learning. Therefore, Ur prefers to refer to them as language-learning 
activities or as game-like activities.  
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Kaszkowiak (2017: para. 1 digital source) says that “[a] didactic game is construed as some sort 
of game where set rules are obeyed. It is an educating tool serving the didactic purpose. An 
important aspect of the game is to achieve a strictly defined score”. For the research purposes, 
I adopted Kaszkowiak’s view. Different didactic games were used, and the learners had to play 
them according to predetermined rules. The didactic purpose was to revise and recall the highest 
number of items, while still having fun. I believe that the usage of games also aids in stimulating 
love for the foreign language. Games are one of the best educational tools because they also 
teach learners the dynamics of working in pairs and groups. Furthermore, I believe that using 
games has the ability to transform drilling exercises into fun and engaging activities.  
 
To sum up, games include fun, rules, and an educational aim, while at the same time, teaching 
learners other skills and competences that are used in real life. The term didactic games used in 
this thesis is seen as Kaszkowiak’s classification of didactic games and as Vankúš’s notion of 
them as a teaching method. I do not share Ur’s reservations regarding using word games, but I 
do share her views as to what game-like activities are. 
 
3.2 Factors influencing second language acquisition  
 
Second language acquisition (SLA) experts believe that second language learning is influenced 
by environment, cognition, mother tongue, age, and many other factors. First language is 
acquired up to six years of age, whereas second language acquisition varies depending on the 
learner. Two problems emerge regarding age. The first one is the Critical Period Hypothesis 
which claims that the ability to obtain a language successfully and without much effort is 
limited by the learners’ age. The second problem is the notion that it is not possible to develop 
(isomorphic) competence in the second language. Despite many studies, the two problems have 
not yet been resolved. However, there is evidence to support the claim that learners who begin 
studying the language before puberty come close to native speaker level regarding phonological 
and morphosyntactic competence (Ortega 2013: 9, 12, 28). 
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Second language learning is also affected by the already existing knowledge of the mother 
tongue (e.g. language similarities), due to which learning of the second language is either faster 
or delayed (Ortega 2013: 52-53). 
 
There are five elements of the environment that help second language learning and they are: 
input, output, interaction, attitude, and the capacity to listen not just to the message but also to 
the language code. Learning is successful when emphasis is placed on grammar as well as form. 
Learners’ interest and offered information is of vital importance, as is their perception of the 
environment (Ortega 2013: 79-80). 
 
Cognition is how information is learnt in the mind. Regarding SLA theories, it entails 
everything that helps fluency and production. One of the cognitive SLA theory is the 
information processing theory. The latter occurred as a consequence of Behaviourism which 
postulates that the mind is always involved in mental processes that intrude between input and 
output. The focus is not on behaviour but on the performance, due to the fact that mental 
processes are measured only through performing tasks (Ortega 2013: 82-83). 
 
Skill acquisition theory is a subgroup of information acquisition theory and it believes that 
second language learning occurs by automatization, therefore, language shifts from controlled 
to automatic performance. Consequently, this leads to automatization which is a sign of fluency 
and automaticity (Ortega 2013: 83-84, 106). Automatization changes declarative knowledge 
(explicit) into procedural knowledge (implicit). Foreign language learners obtain explicit 
knowledge via their teachers or course books. This is transformed into implicit knowledge via 
practice and later on, it becomes automatized, because practice reinforces the links in the long-





3.3 Five hypotheses about second language acquisition in the ELT 
classroom 
 
Krashen (2009) established five hypotheses about second language acquisition. They are the 
Acquisition-Learning hypothesis, the Monitor hypothesis, the Input hypothesis, the Affective 
Filter hypothesis and the Natural Order hypothesis. The theory that explains how a language is 
learnt is the Input hypothesis (2009: 9). 
 
The Acquisition-Learning differentiation suggests that adults can acquire competences for 
second language learning in two ways. One of them is language acquisition, a subconscious 
process similar to mother tongue learning. The competences and rules are obtained 
subconsciously, thus the learners are not aware they are acquiring the language. Due to the 
previous factors, acquisition is described as natural, implicit learning. The second way of 
obtaining competences is through language learning, where learning is conscious and 
grammatical rules are known. Both approaches are possible for adults and young learners. 
During the teaching process teacher often correct learners’ grammatical mistakes, which is 
opposite to what happens when learners acquire their mother tongue. Error correction is 
unnatural and its effect is unproven, but it is still useful for consciously learning specific 
grammatical rules. With acquisition, focusing on correcting errors is irrelevant, since here the 
stress is on the meaning and not on the form (Krashen 2009: 10-11). Focusing too much on 
form and less on meaning does not improve learners’ fluency, nor their general understanding 
of the topic at hand. However, in order to improve their knowledge of the language, and to 
lower possible ambiguity and decrease their level of anxiety, I believe that learners need to be 
told some basic grammatical rules, if possible, in a humorous and memorable way. 
 
The Natural Order hypothesis claims that grammatical structures are acquired in a foreseeable 
order, some sooner and others later (for instance the possessive ‘s and the third person singular 
‘s are acquired later on). This claim is true for both first and second language acquisition, but 
the order is different (Krashen 2009: 12, 116). 
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The Monitor hypothesis supposes that acquisition is the base for fluency as it triggers the speech 
of words. The function of learning is only to monitor and change the form of words either before 
or after they are spoken and written. Specific rules need to be fulfilled if they are to be used 
consciously, and these are: learners need enough time, they are form focussed and have the 
knowledge of the rule (Krashen 2009: 15-16). 
 
The Input Hypothesis focuses on how language is acquired. It states acquisition is in the middle, 
while learning is in the outskirts. The hypothesis suggests that movement from one stage to 
another (according to the natural order hypothesis) is possible only when the stress is placed on 
the meaning and not on the form. Learners understand the underlying message even if the 
sentence uses grammatical structures that they have not been taught yet. Context plays a major 
role in decoding the message; furthermore, through this process grammatical structures are 
acquired. When there is enough input, fluency occurs naturally. Learners should not be forced 
to communicate in the foreign language and their silent period is to be taken into consideration. 
The silent period is also very useful when learning, because learners develop their competences 
when they listen and understand the message. Later on, speaking develops due to these 
competences (Krashen 2009: 20-22, 27). 
 
The Affective Filter hypothesis deals with factors that either hinder or speed up the process of 
acquisition. Affective filter involves learner’s attitude to language acquisition. The factors 
involve motivation, self-confidence and anxiety. Language acquisition is best achieved when 
learners are highly motivated, confident and experience low levels of stress. It is also best if 
their Affective Filter is lower and they have a positive attitude towards the second language 
because in the opposite case, they do not search for input. Krashen (2009) believes that learning 
is of lesser importance than acquisition. In order to acquire a language, there needs to be enough 




4 Didactic games 
 
Students are motivated to study when they know their knowledge is assessed (e.g. tests) or 
during competitions when they aspire to win and beat their opponent (Ur 1996: 279). Learners’ 
interest in the classroom is achieved also with the help of stories, pictures and games. All three 
stimulate and motivate learners (ibid.: 288). This chapter defines didactic games, describes the 
type of games that will be used for the purpose of this thesis and it describes the importance of 
games when revising the subject matter.  
 
According to Ur (1996), games are so essential because they have a positive effect on children 
in everyday life, and they also help learners to prosper in the artificial classroom environment 
(1996: 288). Krashen came to a similar conclusion by stating that communicative competences 
are developed also by games where grammatical structures and vocabulary items are drilled or, 
as Krashen (2009) states, games and other “[…] activities provide the practice in meaningful 
situations […]” (2009: 133). I share his opinion, since learners are not soldiers and they 
normally detest drills that is, if drills are not camouflaged in some way. My previous 
experiences have shown that learners learn best when they are engaged, amused, and not taught 
the subject matter in a dry manner.  
 
Jančič and Hus (2017) similarly determined the positive effects of games and playing on 
children’s development. Children’s imagination and their ability to solve problems is boosted. 
Social skills of working together and following the rules are developed. In a similar way, 
children’s motivation, the ability to see the situation as someone else experiences it, and the 
ability to take turns are enhanced (2017: 1894). 
 
4.1 The structure of didactic games 
 
Vankúš (2013) points out that didactic games can be considered as a teaching method and as 
such they have a particular structure. The structure consists of: the environment, targets, 
procedure (rules are included in this step) and assessment of the game (2013: 12-13). 
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The game environment involves the aids, equipment, the game, the rules, the procedure, the 
tasks, and the type of activities from the learners and the teacher. Learners and the teacher are 
seen as the most vital parts of the game environment. Learners contribute experience, 
expectations, skills, attitude, and knowledge. The teacher aids with control and organization so 
that the game is played without major obstacles. The targets of the game are educational aims 
that need to be achieved. The type and form of the game are chosen based on previously set 
educational aims. The game procedure is the pupils’ and teacher’s execution of the game 
through the activities. Activities must be motivating, interesting and appropriate to learners’ 
age, skills and needs. Finally, activities must achieve the educational aims. Game rules are 
designed to achieve the latter. Game assessment confirms that the educational aims have been 
met. The point of the assessment is to praise learners and motivate them for similar future tasks 
(2013: 13-14). 
 
4.2 Types of didactic games  
 
Different authors classify didactic games differently. According to Pokrivčáková (2013), the 
types of games used in foreign language teaching are verbal games (e.g. Tic-Tac-Toe, Word 
Bingo), memory games (e.g. pairs), cumulative games (e.g. I went for my holiday …), guessing 
games (e.g. Guess where I am, Guess who I am), creative games (e.g. Mystery stories) and 
board games (e.g. Monopoly, chess) (2013: 47).  
 
Jančič and Hus (2017) divide them into constructive games (learners interact with material and 
build things), role-playing (simulation) games (a real-life activity or situation is used), and 
games with rules (such as bingo, Ludo, physical games, domino and many more) (2017, 1894). 
The classification of Jančič and Hus is similar to Kamenov’s classification as described by 
Dobravc (2018):  
a) With constructive games learners develop imagination, creativity, and motor skills. 
Concrete material (e.g. boxes, clay, blocks, etc.) is included in constructive games, so that 
learners shape and create the final product. The product can even be used as a tool in a 
game. 
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b) Role-playing games require of learners to place themselves in the shoes of another person. 
Learners have to mimic the speech and attitude while using different objects. The objects 
are either real or made up. These types of games encourage speaking skills.  
c) Games with rules require collaboration among players. The rules can be modified and 
adapted according to learners’ needs and age group. However, there is an opposing view 
regarding games with rules: should the rules be determined by the teacher or should learners 
also be allowed to change the rules. Some experts believe that allowing learners to change 
the rules increases learners’ creativity, while other experts believe that submission to rules 
is a typical characteristic of these types of games and therefore, should not be changed 
(2018: 34-35). Learners should be given an opportunity to adapt the game to their own 
liking, after they have already played it according to the rules established by the teacher. I 
believe this is the approach that engages learners the most and it also teaches them to 
independently adapt an activity. In future situations, they already know how to help 
themselves when they have problems with learning a certain topic. 
 
During the revision process, learners revised their subject matter via didactic games and the 
common denominator of all those games was a set of rules. Therefore, for easier classification 
of didactic games in this thesis, they are simply referred to as games with rules.  
 
4.2.3 Games with rules used for revision  
 
For the purpose of collecting empirical data, I opted for using the following games: a Tic-Tac-
Toe game, board games and a Rock-Paper-Scissors game. I see them as the most fitting type of 
games to revise vocabulary items and grammatical structures. They are easily created and 
adapted for other topics. Board games are seen as games with rules according to Dobravc 
(2018), Jančič and Hus (2017), but according to Pokrivčáková (2013) they are classified in the 
group of board games. She also sees Tic-Tac-Toe games as verbal games, whereas with 
Dobravc (2018), Jančič and Hus (2017), these types of games fall into the group of games with 
rules, which is also the case with Rock-Paper-Scissors games (Dobravc 2018: 34-35; Jančič 
and Hus 2017: 1894; Pokrivčáková 2013: 47). 
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a) Tic-Tac-Toe or Noughts and Crosses 
Pokrivčáková (2013) uses the game as a group activity. Learners are divided into two groups 
and are required to use the words from the box to form sentences (cf. picture 1). If the sentence 
is correct, the teacher draws a symbol, either a nought or a cross in the chosen box (depending 





















Picture 1: Tic-Tac-Toe game (ibid.) 
 
This game can be modified in many different ways. In order to practise vocabulary, learners 
may, for example, draw the symbol of a revised word and pronounce it at the same time, or 
identify the image in a given box by naming it. The game can be adapted to be used as a group 
activity or as a task used in pairs. 
 
b) Board games 
With board games, figures are moved around the board, while at the same time, obeying the set 
of rules for moving the pieces. The rules are either based on strategy, as in a game of Monopoly 
or chess, or on luck where the learners have to roll the dice (Pokrivčáková 2013: 47). The 
advantages of board games are that they aid in problem solving in mixed ability grades, provide 
physical activity, and are very highly adaptable (Prodromou 1992: 120-121). 
 
The Snakes and Ladders game is a board game where the risks are higher, and a lot depends on 
luck. Any Snakes and Ladders game can also be reused and adapted to progressively raise its 
difficulty level. In the first round, nothing occurs if learners cannot name the image; in the 
second round, a learner may not move ahead for a full circle if the image is not named; in the 
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Learners are offered a traditional start-finish board game with given pictures of vocabulary 
items. The instructions of the traditional board game are changed. The person who wins playing 
Rock-Paper-Scissors names the image and thus moves towards the finish line. The game can 
be made less difficult by allowing learners to help each other with the identification. The game 
is more difficult if the learners are not allowed to help their opponent.  
 
4.3 Reasons for using games in the teaching process 
 
The effectiveness of the teaching process somewhat depends on certain age groups, on using 
games, because they increase learners’ input (Kaszkowiak 2017). Games provide a 
nonthreatening environment for learning. They enable learners to learn about themselves, 
practice their social skills, and develop problem solving strategies (Moursund 2007: 21). In a 
nutshell, games are used for three main purposes: 
a) to obtain skills and knowledge needed to function in the classroom 
b) to obtain skills and knowledge needed to function outside the classroom 
c) to raise motivation and achieve success. 
 
4.3.3 Obtained knowledge and skills useful within the classroom 
 
One of the goals in teaching is to educate learners on how to learn and to give them all the tools 
needed to become more efficient and effective (Moursund 2007: 125). Furthermore, 
productiveness is greater when learners create the game themselves, which they seem to be 
highly skilled at doing (Pokrivčáková 2013: 47; Moursund 2007: 134). These claims support 
my view on allowing learners to change or establish the rules of the game themselves. 
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Learners of English as a foreign language experience success only if the teacher manages to 
motivate them to put effort in their learning process. Classic study authors, such as Naiman for 
instance, believe that the most prolific learners are not those who have a natural ear for the 
language, but those who have the following features (many of them are linked to motivation):  
- learners are willing to participate in an activity and they are confident in his/her success.  
- learners crave success because it enhances a positive self-image.  
- they also have a need to tackle challenges, they are ambitious, goal oriented and 
persistent;  
- learners are not anxious by temporary confusion since they are confident that soon they 
will understand everything (Ur 1996: 275-276). 
 
It is not only anxiety that is lowered, as Bakhsh (2016) suggests, games also aid in lowering 
shyness, boosting the atmosphere in the classroom and consequently the confidence skyrockets. 
Games provide an opportunity to reuse grammatical structures and vocabulary, but in an 
amusing way, where learners’ attention is not lost. Learners are enabled to use vocabulary 
creatively and without fear. The most important role of games is awakening the desire to use 
the language (2016: 120, 122-123).  
 
Learners become fond of the language and are stimulated to learn by incorporating stories, 
games, imagery and sound. Pictures are visual stimulus, stories are visual and aural and games 
are visual, aural and physical (Ur 1996: 288). From the above-mentioned tools, games are easily 
adapted according to teachers’ and learners’ needs. A game may be constructed so that it 
includes all four language skills, different intelligences, and stimuli. Visual intelligence is 
observed when learners have to draw, kinaesthetic when games include figures or cards, and, 
finally, interpersonal intelligence when learners play with others (Bakhsh 2016: 120, 122-123).  
 
4.3.4 Obtained knowledge and skills useful outside the classroom 
 
As it has already been said, games offer a unique situation where learners learn about 
knowledge and skills needed inside the classroom as well as in the real world. For example, 
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besides learning about learning itself, about the type of learners that they are, they also learn 
how to interact with other players. With the acquired knowledge and skills, learners mature in 
various ways. For instance, their mentality develops also because they are encouraged to think 
outside the box and do some problem solving (Moursund 2007: 21-22, 126). 
 
In the past, games recreated natural living conditions, developed competences for better 
functioning in society (for example risk taking, critical thinking, perseverance, learning how to 
win or lose, managing time, leadership, working under pressure, teamwork, decision making, 
dealing with mistakes and many more) and allowed for knowledge to be spread (Kaszkowiak 
2017). Learners also obtain real-life skills, for example, seeking help, not agreeing (Bakhsh 
2016: 123). Chess is mentioned as an exquisite example of a simulation game of the past where 
people learned the art of war (Kaszkowiak 2017).  
 
4.3.5 Motivation leads to success and vice versa 
 
Prodromou (1992) states that the efficiency of a lessons lays in incorporating a combination of 
the following elements: an enticing topic, a good relationship between the teacher and the 
student, a sense of purposeful and pleasurable activities. Games and game-like activities help 
learners to feel genuine pleasure during the lesson. They are a means of motivation and they 
greatly improve learning and its efficiency (1992: 120). 
 
Success and motivation are interconnected and influence each other. Ur addresses two issues 
related to the topic of motivation and success. The first issue focuses on explaining which of 
the terms (success and motivation) is the consequence and which one is the cause. The second 
one revolves around deciding what is more important, be it natural aptitude for learning 
languages or motivation. This is further complicated due to the impossibility of measuring and 
assessing language aptitude and motivation. The notion of motivation is also difficult to define. 
Ur (1996) depicts motivation in terms of a motivated learner, a learner that desires to learn and 
develop (Ur 1996: 274-275). Similarly, Nunan and Lamb (1996) denote that it is difficult to 
pinpoint what motivation actually is, and they see it as learner’s inner motives and drives that 
entice them to act (1996: 209). 
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Both, learning and teaching are made easier, more pleasurable and productive when learners 
are motivated. Therefore, a teacher should not focus on the definition of motivation or the 
chicken-and-the-egg question associated with it, or on which is more important: language 
aptitude or learners’ motivation. A teacher should rather focus on nurturing and developing 
learners’ ability, while at the same time increase learners’ motivation since one affects the other 
(Ur 1996: 274-275). 
 
Everyone aspires to obtain success and avoid failing, but if there is no experience of failure, 
success loses its appeal. The same occurs when success is achieved without much effort. 
Success boosts learners’ confidence and increases their willingness to proceed with learning. 
On the other hand, some markers of success (such as grades and praise) may doom learners to 
become dependent on said markers and lose their confidence (Ur 1996: 278). 
 
In order not to lose confidence, learners have to be aware of and able to recognize their own 
success. Similarly, they need to be aware of their failures, but constant awareness of it also 
results in losing their confidence. During the learning process, failures cannot be avoided. 
Learners should find a way to use their failures to their advantage and as a means of obtaining 
success in a similar future situation. By selecting sensible tasks with feasible solutions, the 
option to experience success is possible. Tasks chosen need to allow for learners to experience 
both success and failures, but the learners should not feel that teachers focus only on his/her 
mistakes. Therefore, to boost learners’ self-esteem and motivation, teachers can in some 
instances ignore mistakes or lessen their seriousness (ibid.). 
 
Ur (1996) states that competitions provide not only motivation, but when done correctly, they 
lower the stress level and increase the fun factor of a task. However, some pressure is needed 
in order for learners to develop a sense of responsibility. According to Ur (ibid.), learners’ 
performance in individual competitions is lower and more stressful for weaker learners and it 
is also less efficient when the competition focuses on linguistic knowledge. Therefore, she sees 
group contests more appropriate for usage. In addition, Ur (ibid.) provides an argument and 
advice for individual competitions to be successful. Motivation is increased and learners feel 
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less pressured if the competition meets two requirements. The first one is that the competition 
is fun for learners and not everything is taken seriously. The second one is that everyone should 
be able to win, therefore, the results and the game design have to slightly depend on luck (1996: 
279). 
 
Learning through didactic games ticks the boxes for achieving success, while at the same time 
experiencing failure. A board game of Snakes and Ladders, where learners are expected to 
name the image, requires of learners to put in some effort if they wish to progress. Learners are 
also very much aware of their failures as well as their success, but their confidence is not lost. 
They physically see their success. Their failure can be played down since their success also 
depends on luck due to the type of the game. Learners learn from their failed attempts and can 
use previously taught solutions to progress.   
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5 The importance of revision  
 
Studies of memory skills have shown that most of the information is forgotten in the first couple 
of minutes after having learnt new content. Therefore, revision should be done multiple times 
at different intervals, for example 10 minutes after learning, 24 hours later, after a week, after 
a month and after six months. By revising in such order, the information is planted in learners’ 
long-term memory (Takač 2008: 10, 21-22). 
 
Knowledge is affected by practice and revision. Through these activities, the depth of 
knowledge is enhanced. Practice enables automatization which is essential for second language 
acquisition (Ortega 2013: 84, 106). (cf. chapter 3.2 Factors influencing second language 
acquisition, for further discussion) 
 
5.1 I spy for memory 
 
Skills and knowledge are learnt, but good memory is required to recollect and remember the 
learnt knowledge (Hudmon 2006: 12). In order to be available for recall in the future, 
knowledge needs to be saved in memory, similarly to a computer document which requires to 
be saved somewhere. In order to achieve this, certain tactics for better memorization are used, 
one of which is encoding. As McLeod (2017) states: “Encoding is the way information is 
changed so that it can be stored in the memory.” McLeod (ibid.) suggests that information is 
encoded visually by images, acoustically by sound, and semantically by meaning. Vocabulary 
items are passed from short-term memory to long-term memory only when they are revised. 
Longevity of storing vocabulary items in ones’ memory depends on their revision. Larger 
instances of using new information increase their longevity (ibid.). Taking into account that the 
learners’ recall of a vocabulary item is better when they see, hear and use its meaning, they 
need to actively work with the new information, which also has to be revised in order to be put 
in their long-term memory. My claim is that by using didactic games with imagery, learners 
revise the meaning of the vocabulary item by naming the image, and they also practise the 
pronunciation of the word. 
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Memory is divided into sensory memory, short-term memory, and long-term memory: 
a) Sensory memory or immediate memory 
It is recognition of any sensation made by your senses (smell, touch, taste, hearing, vision). 
It is the first stage of memory that precedes the short-term memory. It is the shortest stage, 
lasting from milliseconds to a couple of seconds. Its advantage is that people do not get 
overwhelmed by irrelevant details surrounding them (Hudmon 2006: 43-44). 
 
b) Short-term memory or working memory 
It enables one to observe the context portrayed by stimulus. For example, people are able 
to remember the meaning of a longer sentence. Researchers determined the storage limit for 
short-term memory is from five to nine items and it lasts up to twenty seconds (Hudmon 
2006: 44-46). Its definition is often seen as similar to mathematical functions such as 
addition, where you have to establish the solution with skills, it is not just found. It stores 
and processes information. Short-term memory is also the area where decisions and 
analogies occur (Ortega 2013: 89-90). 
 
c) Long-term memory 
This is the only stage that recalls information after minutes, hours or over a longer time span 
(Hudmon 2006: 46-47). Long-term memory consists of declarative and procedural memory. 
Declarative or explicit memory enables the conscious recall of information. Implicit or 
procedural memory enables the learning of skills and habits; it is the knowledge learnt 
without even knowing (Ortega 2013: 87). Long-term memory is not limited and it deals 
with representation. A word is remembered and imprinted in the long-term memory when 
a link between its meaning and form is created. However, vocabulary knowledge also refers 
to knowing the vocabulary strength (passive recognition and active usage of the word), size 
(all the words learnt and stored in the long-term memory) and depth (all minute details of 
the word ranging from pronunciation, spelling, different meanings, register to the usage 
with different collocations, prefixes and suffixes) (Ortega 2013: 88-89). 
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Vocabulary knowledge has been measured and researched in second language learning (Ortega 
2013: 88). Cognitivism deals with mental components (acquisition, knowledge use, feelings, 
ideas, etc.), while behaviourism focuses on those features of learning and memory that can be 
measured (Hudmon 2006: 12-14). 
 
5.2 Revising vocabulary via games 
 
Language cannot be acquired without vocabulary acquisition. Learning vocabulary is often seen 
as boring and involving hard work. Uberman (1998) stresses the importance of using games for 
learning new vocabulary items and for revising them. Games are important because they help 
to improve learners’ retrieval of vocabulary knowledge. Uberman’s study provides evidence 
that games are the most successful method for revising and introducing vocabulary items. 
During the process of revision, visual imagery and games are often used, as they are very useful 
and beneficial for the learners. She has observed that learners show great motivation and 
eagerness when vocabulary is learnt and revised through games. New vocabulary items need to 
be revised so that learners do not forget them (1998: 1, 6-7). 
 
New data passes into the long-term memory through revising. In order for the information to 
be stored in the long-term memory, learners’ attention is also required. The author claims that 
when the learner’s attention is higher, their memory capacity is bigger and the new data is active 
for longer periods, thus enabling the information to stick for longer periods of time with the 
help of revision (Ortega 2013: 93-94). 
 
Revision is vital if learners are to store new information in their long-term memory. Some 
activities that can be used for revision are:  
a) loudly repeating the word, 
b) writing the word down (when followed by revision or imagery the memory imprint is 
even better) 
c) connecting the words to their description,  
d) creating connections with already learnt words 
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e) creating a visual meaning of the new words (visually linking the words) 
f) making mental images (e.g. by images of the meaning) 
g) connecting the new word with something personal (e.g. example, situation) 
h) identifying the word (e.g. wordsearch) 
i) trying to remember the meaning of the word with the given form and vice versa  
j) offering additional information of the new word, upgrading its meaning (e.g. word 
formation, determining grammar categories) 
k) using the word productively in a context to encourage the creation of mental connections 
(e.g. finish a sentence, using the word in a sentence, Hangman, Bingo, I spy game)  
l) interacting with the word in numerous different situations (Takač 2008: 21-23) 
 
5.3 Revising vocabulary via worksheet 
 
A worksheet consists of one or two pages of tasks and each learner is required to write down 
the solutions. Guidelines for the creation of worksheets are offered by Ur (1996: 192-193) who 
believes that worksheets should:  
- be neat: clean, with level lines of neat writing, clear margins, different components well-
spaced; 
- begin with short and clear instructions (if appropriate, in the learners' mother tongue), 
usually including an example; 
- be clear and attractive to look at: have a balanced and varied layout, using underlining and 
other forms of emphasis to draw attention to significant items; possibly using colour and 
graphic illustration; 
- be clearly do-able by the learners on their own;  
- (optionally) include a self-check facility (1996: 192-193). 
 
I believe that the overall presentation of the worksheets is important, since the learners need not 
be overwhelmed by the sheer number of writing or reading they are required to do. I believe 
images build curiosity and help maintain learners’ motivation, and inclusion of at least one 
image can bring joy to learners. I attempted to create an attractive worksheet (cf. Appendix 10) 
with clear margins, appropriate instructions, and the right amount of visual stimulus. The 
worksheet is simplistic in form, so everyone knew exactly what needed to be done. Examples 
were not provided because the learners were not required to solve it by themselves.  
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6 Research questions and hypotheses 
 
The aim was to observe whether the usage of board games during revision accounts for a better 
recall of subject matter than the revision with worksheets. The following research questions 
were asked: 
1. Research question 1: Does using didactic games during revision of vocabulary items 
increase learners’ recall? 
2. Research question 2: Is there a difference of vocabulary recall between the group that 
used games to revise and the group that used worksheets? 
3. Research question 3: Is there a difference in recalling and applying grammatical rules 
regarding irregular plural with the group that used games and the group that used 
worksheets? 
 
The quantitative research deals with the following question: Does using didactic games when 
revising subject matter offer better results than revising with worksheets? The following 
hypotheses were formed in order to provide the answer to the research question: 
1. Hypothesis 1: Using didactic games when revising subject matter increases 
learners’ recall. 
2. Hypothesis 2: Vocabulary revision with games will yield better test results than 
vocabulary revision via worksheets.  
3. Hypothesis 3: Using didactic games for revision of grammatical rules regarding 
irregular plural will yield better test results than revision via worksheets. 
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7 Methodology          
 
The research was conducted in two groups of fifth graders (5a and 5b) at a primary school OŠ 
Jožeta Krajca Rakek. The pupils were divided into two groups, the control group, which is the 
group where revision was performed with worksheets, and the experimental group, where 
revision was performed with didactic games. Two consecutive lessons per group were used to 
conduct the research. In the first lesson, learners revised their knowledge, in the second that 
knowledge was tested.  
 
One group revised their vocabulary through the following didactic games: 
 two board games – one game was the traditional start-finish game, and one game of 
Snakes and Ladders, 
 a Tic-Tac-Toe game (where the pictures were drawn and the students had to name them) 
 a Rock-Paper-Scissors game.  
 
Each type of game was used twice in order to revise the entire vocabulary listed. Learners were 
given 5 minutes per game, 10 minutes per type of game. (Each game type was used twice in 
order to cover all the topics. The topics of sports and feelings were used together in one version 
of the game. The topics of hair, face and body were generally used together in the other version 
of the game.) The order of the games was the following: the Rock-Paper-Scissors game, Snakes 
and Ladders games, start-finish games, and Tic-Tac-Toe games (cf. Appendices 2 - 9). The 
Rock-Paper-Scissors, and Snakes and Ladders games were constructed using the empty 
templates taken from the iSLCOLLECTIVE website page. The rest of the games were 
constructed on the website page Tools for educators. 
 
The second group of learners revised their knowledge through a worksheet (cf. Appendix 10). 
The learners and the teacher revised the knowledge together, and it was done in an interactive 
and amusing way. By interactive, I mean that I took up an approach similar to a stand-up 
comedy. This was done in order to increase learners’ motivation. When going through the 
worksheet, the learners and myself found a way to joke about the answer; I either used extreme 
facial gestures, exaggerated body movements or some other type of joke.  
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Knowledge of both groups of learners was tested, by requiring students to translate the 
vocabulary items on a worksheet cf. Appendix 11). Data gathered from the two groups through 
the quantitative research was collected and analysed. Learners were not told to prepare at home, 
to study nor revise. The vocabulary used is from their student’s books and workbooks.  
 
All learners have been taught English since their first grade and were thus familiar with the 
vocabulary topics. The vocabulary that was tested and revised is seen as minimal vocabulary 
obtained after each unit in their student’s books (cf. Appendix 1). The topics were face and 
body, hair, sports, and feelings. The topic of activities was not yet taught to learners and as such 





8 Empirical part 
 
The focus of the thesis was to determine whether or not usage of didactic games during the 
process of revision allows for a better recall of vocabulary items. I opted to focus on games, 
since they create a stress-free environment for learning, error correction and evoke the love for 
the language. Didactic games also motivate learners like no other drill activity. Learners were 




A quantitative, causal experimental research method was used. The research was conducted in 
two groups of fifth graders (5a and 5b) at a primary school OŠ Jožeta Krajca Rakek, in October 
2020. 
 
The two groups included 38 learners of the fifth grade. There were 19 learners in the 
experimental group (9 boys and 10 girls) and 19 learners in the control group (11 boys and 8 
girls), as seen in Tables 1 and 2 below. 
 
Table 1: Gender  
 
Gender  
 Frequency Percent Valid percent Cumulative 
Percent 
Valid Male 20 52.6 52.6 52. 
Female 18 47.4 47.4 100.0 
Total 38 100.0 100.0  
Gender distribution in both groups 
 Male Female Total 
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Table 1: Gender distribution in both groups 
 
The graphic representation of gender distribution is shown in Figures 1 and 2 below. 
 
Figure 1: Gender distribution 
 
 
Figure 2: Gender distribution in both groups 
 
The average age of the learners was 10 years. Both groups also included learners who were 
marked as talented and as those with learning disabilities (cf. Table 3). In the experimental 









Experimental group Control group 
Count of gender in both groups 
Gender distribution in both groups 
Experimental group 9 10 19 
Control group 11 8 19 
Both groups 20 18 38 
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talented. In the control group, there was 1 learner with a learning disability, 1 talented learner, 
and a learner who was talented but at the same time had a learning disability. 
 
Table 2: Distribution of specific features about learners 
 
The graphical representation of learners’ specific features is seen in Figure 3 below.  
 
 
Figure 3: Distribution of specific features about learners 
 










Experimental group Control Group Both group
Distribution of specific features about learners
None Learning disabilities Talented Learning disabilitis and talented
Distribution of specific features about learners  
 None Learning 
disabilities 




14 3 2 0 
Control group 16 1 1 1 
Both groups 30 4 4 0 
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As seen in table 4, the data was divided equally (α= 0,000, α > 0,00). For further data processing, 
an independent samples t-test was used. The test determines statistical differences between the 
control and experimental group. 
 
a. Test distribution is Normal. 
b. Calculated from data. 
c. Lilliefors Significance Correction. 
d. Lilliefors’ method based on 10000 Monte Carlo Samples with starting seed 
926214481. 
Table 3: Kolmogorov-Smirnov Test for vocabulary analysis 
 






N 38 38 
Normal 
Parametersa,b 
Mean  1.50 36.58 
Std. Deviation  .507 9.985 
Most Extreme 
Differences 
Absolute  .338 .154 
Positive  .338 .122 
Negative  -.338 -.154 
Test Statistic   .338 .154 
Asymp. Sig. 
(2-tailed)c 








Lower Bound .000 .020 
 Upper Bound .000 .028 
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Considering the homogeneity of variances (F = 0,726; α = 0,400) the independent t test (cf. 
Table 5) shows statistically non-significant differences when revision was done either with 
worksheets or with a game (t= 0,257; df = 36; α = 0,799).  
 
 
Table 4: Levene's Test for vocabulary analysis 
 
The total number of points was 49. The average points obtained by learners in the experimental 
group was 37 points, while in the control group the average number of points was 36 (cf. Table 
6). 
Table 5: Average points achieved by each group for vocabulary analysis 
 
In the first task, the emphasis was placed on body parts. Learners were asked to translate the 
vocabulary items into English. Task one was worth 22 points. The average number obtained by 
the experimental group was 17,6 points, which is 80%. The average number obtained by the 
control group was 15,8 points, which is 72% (cf. Table 7). 
 
Descriptive Statistics  
Experimental Group Game, 
Control Group Worksheet 
 




Total points 19 15 49 37.00 
Valid N (listwise) 19    
Control Group,  
Worksheets 
Total points 19 15 47 36.16 
Valid N (listwise) 19    
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In the second task, learners had to name different images depicting either hair, body part or 
sport. The second task was worth 5 points. The average number of points in the experimental 
group was 2,5 points or 51,6%. The average number of points in the control group was 3,68 
points or 74%.  
 
The third task was worth 9 points and the learners had to translate the names off various sports. 
The average number of points in the experimental group was 8,11, which is 90% and in the 
control group it was 6,95, which is 77%. 
 
The fourth task was worth 6 points and the learners had to name feelings depicted by pictures. 
The average number of points in the experimental group was 5 points or 83%. The average 
number of points in the control group was 5,37 points or 89%. 
 
The fifth task, where learners were asked to translate hairstyles, was worth 7 points. The average 
number of points in the experimental group was 3,58 points or 51%. The average number of 
points in the control group was 4,26 points or 89%. The learners were given a point, even if the 
vocabulary item was misspelled.  
 
Average points and percentage for vocabulary analysis 
  Percentage Points 
Experimental 
group 
TOTAL_Q1 80% 17,6 
TOTAL_Q2 53% 2,5 
TOTAL_Q3 90% 8,1 
TOTAL_Q4 83% 5 






TOTAL_Q1 72% 15,8 
TOTAL_Q2 74% 3,6 
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Table 6: Average points based on each task 
 
The graphical representation of average points achieved in each task is shown in Figure 4 below. 
 
Figure 4: Average Percentage for vocabulary analysis 
 
As expected, the learners performed worst in the fifth task (cf. Table 7, and Figure 4). In this 
task the learners needed to show their knowledge regarding hair. The average percentage of the 
experimental group was 51% and 61% of the control group, which was surprising since the 























TOTAL_Q1 TOTAL_Q2 TOTAL_Q3 TOTAL_Q4 TOTAL_Q5
Average percentage
Experimental group Control group BOTH GROUPS
TOTAL_Q3 77% 6,9 
TOTAL_Q4 89% 5,3 




Both groups TOTAL_Q1 76% 16,7 
TOTAL_Q2 63% 3,1 
TOTAL_Q3 84% 7,5 
TOTAL_Q4 86% 5,1 
TOTAL_Q5 56% 3,9 
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second task and with the fourth task. In other words, the experimental group performed better 
than the control group with topics that were more familiar to the learners (e.g. body parts and 
sports) and the two topics that had been discussed in more detail in their previous years. The 
experimental group did significantly worse with the topics of feelings and hair. 
 
8.3 Results of the grammar analysis 
 
For the second part of the analysis (the grammatical one), I re-analysed two occurrences of 
irregular plural in the first task. For learners to be given a point, the entire word had to be spelled 
without a mistake (which differs from the vocabulary analysis). In total, only two points were 
possible.  
 
As seen in table 8, the data was divided equally (α= 0,000, α > 0,05). For further data processing, 
an independent samples t-test was used. The test determines statistical differences between the 
control and experimental group.  






N 38 38 
Normal 
Parametersa,b 
Mean  1.50 .84 
Std. Deviation  .507 .789 
Most Extreme 
Differences 
Absolute  .338 .246 
Positive  .338 .246 
Negative  -.338 -.184 
Test Statistic   .338 .246 
Asymp. Sig. 
(2-tailed)c 
  .000 .000 
Sig.  .000 .000 
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a. Test distribution is Normal. 
b. Calculated from data. 
c. Lilliefors Significance Correction. 
d. Lilliefors’ method based on 10000 Monte Carlo Samples with starting seed 
303130861. 
Table 7: Kolmogorov-Smirnov Test for grammar analysis 
 
Considering the homogeneity of variances (F = 0,251; α = 0,619) the independent t test (cf. 
Table 9) shows statistically significant differences when revision of irregular plural is done 
either with worksheets or with a game (t= -1,690, df = 36; α = 0,619).  
 
 
Table 8: Levene's Test for grammar analysis 
 
The following table (Table 10) shows the results of the grammar analysis. The total number of 
points was 2. The average points obtained by learners in the experimental group was 0,63 points 








Lower Bound .000 .000 
 Upper Bound .000 .000 
Average points and percentage for grammar analysis 
  Percentage Points 
Experimental group TOTAL_Q1 32% 0,63 
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Table 9: Average points and percentage achieved by each group for grammar analysis 
 
The graphical representation of these results is shown in Figure 5 below. As expected, the 
learners performed worse with the topic of irregular plural. Surprisingly, the experimental group 
was again outperformed by the control group.  
 
 
Figure 5: Average percentage achieved by each group for grammar analysis 
 
8.4 Discussion of the results 
 
The first research question was to determine whether didactic games improve vocabulary recall. 











Average percentage achieved by each group for grammar 
analysis
Experimental group Control group Both groups
Control group TOTAL_Q1 53% 1,05 
Both groups TOTAL_Q1 42% 0,84 
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According to the data gathered (cf. Table 7, and the graphic representation in Figure 4 above), 
the usage of games improved overall learners’ recall of vocabulary items, thus confirming 
hypothesis 1. However, the hypothesis was negated if each topic is looked at separately. The 
experimental group achieved better results than the control group only with those topics that 
learners were more acquainted with (cf. Figure 4). 
 
The second research question was to determine if there is a difference in the vocabulary recall, 
when revision is done with didactic games and when it is done with a worksheet.  
2. Hypothesis 2: Vocabulary revision with games will yield better test results than 
vocabulary revision via worksheets.  
 
The data (cf. Table 7, and the graphic representation in Figure 4 above) showed a difference. 
Hypothesis 2 was confirmed if only the final points are considered. However, the data showed 
better results for the group that revised their knowledge via worksheets. The control group 
showed better results in three tasks out of five.  
 
With the third research question, I wanted to determine the difference, if any, when recalling 
grammatical rules regarding irregular plural with the group that revised with didactic games 
and with the group that used worksheets.  
3. Hypothesis 3: Using didactic games for revision of grammatical rules regarding 
irregular plural will yield better test results than revision via worksheets. 
 
The gathered data showed a significant difference between the control and the experimental 
group. The hypothesis was rejected. Surprisingly, the control group performed better than the 
experimental group (cf. Table 10, and the graphic representation in Figure 5 above).  
 
It is worth noting, the control group showed better results than the experimental group with all 
the topics that are less familiar to the learners. One of the reasons may lie in the interactive and 
amusing way that the topics were revised via the help of worksheets. Another reason may lie in 
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the learners’ specific features and their distribution among the groups (cf. Table 3, and the 
graphical representation in Figure 3 above). The latter and the small sample of learners may 
have contributed to better results of the control group, thus further research on a larger scale is 
required. 
 
The following table (cf. Table 11) shows the distribution of average points and percentages for 
vocabulary analysis based on learners’ specific features. As expected, the talented learner, and 
the learner marked both, as talented and as having a learning disability, performed best in the 
control group. Their average percentage was 98%. The learners without disability were second, 
with the average percentage 75%. The learners with the lowest points were those with learning 
disabilities. Their average percentage was 31 %. According to the data gathered, the results 
were different in the experimental group. The learners who performed best were the talented 
learners with the average percentage 93%. However, the learners with a learning disability 
surprisingly performed better than the learners without a disability. The average percentage of 
the learners with a disability was 78%, whereas the average percentage of learners without 
disabilities was 74%. Furthermore, when the learners with disabilities were compared, they 
performed much better in the experimental group than the learners in the control group.  
 
Average points and percentage for vocabulary analysis regarding learners’ specific 
features 
  Percentage Points 
    
Experimental 
group 









None 75% 36,1 
42 
Table 10: Average points and percentage for vocabulary analysis regarding learner's specific 
features 
The graphical representation of these results is shown in Figure 6 below. 
 
Figure 6: Average percentage for vocabulary analysis regarding learner's specific features 
 
The following table (Table 12 below) shows the distribution of average points and percentages 
for grammar analysis based on learners’ specific features. As expected, the talented learner and 
the learner marked both, as talented and as having a learning disability, performed best in the 
control group. They obtained all points, thus making their average percentage 100%. The 
learners without disability were second, with the average percentage at 50%. The learners who 
performed the worst were those with learning disabilities. Their average percentage was 0%. 
According to the data gathered, the learners in the experimental group were similarly ranked, 








None Learning disabilities Talented Learning disabilities and
talented
Average percentage for vocabulary analysis regarding 
learners’ specific features












the talented learners with the average percentage at 50%. The learners without a learning 
disability were second, with the average percentage at 32%. The lowest number of points was 
achieved by the group of learners with a disability. The average percentage of the learners with 
a disability was 17%. Surprisingly, when the learners with disabilities were compared, they 
performed much better in the experimental group than the learners in the control group.  
 
Table 11: Average percentage for grammar analysis regarding learners' specific features 
 
The graphical representation of grammar analysis regarding learners’ specific features is shown 
in Figure 7 below. 
Average points and percentage for grammar analysis regarding learners’ specific features 
  Percentage Points 
Experimental 
group 




















Figure 7: Average percentage for grammar analysis regarding learners’ specific features 
 
During the research, I also observed that the learners were unsure and showed signs of 
embarrassment when asked to work in pairs. Nonetheless, these were purely my subjective 
observations, but it seemed that students demonstrated higher levels of entertainment and were 
more comfortable when revision of the subject matter was done through worksheets. The reason 
can be due to the covid-19 situation. The global pandemic in the 2019/2020 school year lowered 
the number of social interactions that learners usually have among each other. The aftermath of 
covid-19 virus, quarantine, social isolation and distance learning are mentioned also by Di 
Pietro et al. (2020), who mention the decline in knowledge after summer vacations and ponder 
over the consequences of time lost during this period. Lesser amount of knowledge obtained by 
the learners will not be the only consequence. The consequences will be seen also on their 
socio-emotional skills (2020: 8, 14). Their mental wellbeing is affected because their 










None Learning disabilities Talented Learning disabilities and
talented
Average percentage for grammar analysis regarding learners’ 
specific features
Experimental group Control Group
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9 Conclusion  
 
In my thesis I have shown how different didactic games can be used in order to revise subject 
matter. Different types of games were used: a Tic-Tac-Toe game, a Rock-Paper-Scissors game 
and a start-finish board game. I opted for those types of games because they are easily adaptable 
for revision of different topics and learners are often already acquainted with the rules of the 
games. The goal was to present the use of didactic games in the ELT classroom because I still 
believe their usage improves efficiency of vocabulary revision. However, the evidence has 
pointed to a different direction. 
 
Yes, looking at the topics as one unit, vocabulary recall is better when subject matter is revised 
via didactic games. The results are interpreted differently when each topic is considered as its 
own cluster. Furthermore, didactic games proved to be more efficient with more familiar topics. 
They aid with learner’s recall when learners are more familiar with the subject matter. When 
revising grammatical rules or appropriate vocabulary word for irregular plural, learners recalled 
more information and produced better results when revision was done via worksheets. 
 
The results have shown a different picture from what I expected. The latter may be due to the 
higher number of learners with learning disabilities in the experimental group, but also due to 
the specific way revision was done via worksheets, and possibly as a result of the aftermath of 
the global pandemic declared in the 2019/2020 school year. During the research, I observed 
that learners were less willing to work in pairs, which was not the case in the past. Further 
research is needed to determine how knowledge has decreased and how the dynamics have 
changed due to the disastrous effects of quarantine, social distancing, anxiety felt by learners 
and many more negative emotions that they have experienced (such as battling with bad 
technology and not knowing how to use it). Research with a larger number of sample is needed 
in order to clarify the results and grasp a better understanding of them, and the effects of the 
pandemic on learners’ knowledge and most importantly on their state of mind. I agree with the 
ELT’s notion of combining and adapting of different methods and techniques required in the 
teaching process. I believe this will become even more evident and needed due to the negative 
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